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Ninfendo ENTERTAINMENT SYSTEM 
S SETTING STARTED 


. Insert the MEGA MAN II cartridge and turn on your Nintendo 
machine. The story of Mega Man will begin. If you would like to 
skip the story, press START. 


. The MEGA MAN II title screen should be on the screen. Use 
SELECT to choose NORMAL or DIFFICULT mode. Press START 
to begin the game. 


. You must now choose to START or enter a PASSWORD. Press 
START to begin the game. The PASSWORD option will be 
discussed later In the Passwords section of the manual. 


. The STAGE SELECT screen will appear. This screen has pictures of 
ali elght enemy robots plus a spot In the middle for Dr. Wiley. Use 
the control pad to move the fieshing box to the opponent of your 
choice and press START. The experienced player will probably 
want to choose Metal Man first. The beginning player may want 
to try Alr Man or Flashman first. Later on In the manual you will 
find a section called How to Beat Airman. This is Intended to 
help a beginner get the feel of the game. 





Nintendo recommends against using a rear projection television with your NES as image 
retention on the screen may occur. 





3 CONTROLLING MEGA MAN 


The controls for Mega Man are quite simple, but true masterv takes both 
practice and skill. 


Pushing RIGHT and LEFT on the controller moves Mega Man right and left. 
This works even when he is jumping or falling. Remember this! It is a very 
important feature 


UP and DOWN are used for climbing up and down ladders. Anytime the 


pad is pushed UP and Mega Man is over a ladder, he will immediately 
start climbing. 


The A button is used for jumping. The longer you hold the button down, 
the higher Mega Man will jump. If Mega Man is standing still on a ladder 
when you try to jump, he will fall. Pushing UP while Mega Man is falling 
off of a ladder will make him stop falling 


The B button is used for shooting. Unlike some super heros, Mega Man 
can shoot while he is jumping or falling 


The START button is used for changing weapons, using energy crystals, 
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and finding out how many lives you have left. Itis also a convenient way 
to pause the game. Choose Next to look at the second screen. Use the 
UP and DOWN arrows to select the weapon you want and push START 
again to return to the game. For more information on this function, see the 
Weapons section of this manual. Be careful; ifyou push START while on 
a ladder, Mega Man will fall off the ladder when you return to the game. 





CONTROL 
PAD 


SELECT — '— START 





In the upper left hand corner of the game screen is an energy meter. This 
shows. how many more points of damage Mega Man is capable of 
absorbing. When the meter reaches zero points, one Mega Man life will be 


e a number of ob 
energy. There is an energ 


and a lot of energy respectiv 


This is a full load of ene 
pons and use wheneve 
sing the START button < E g j 
Push th Ie START button a again to fill your ene ck up to Maximum, 
lect a weapon and hit the START button once more 


When you sele » 5 the standard Mega Man weapon, a 
second meter will äppeal to the left of the first. This tells how much charge 





remains in the current weapon. When that reaches żero, the weapon no 
longer fires. Weapons may be re-energized with weapon energy pellets and 
balls 


d the ene 


jallv one certain 





1 UP Player's Life Players weapon 
Adds One Player energy increases energy increases 





In addition to the weapons, there are three special transportation items. 

These are: 

Item: Acquired when HeatMan is defeated. This is a levitation platform. Up 
to three may be launched at a time, 


Item: Acquired when AirMan is defeated. This is a jet sled. Use it to fly over 
difficult areas. 


litem: Acquired when FlashMan is defeated. This is an elevator and may 
oniv be used against a wall, This item is capable of traveling higher 
than the Levitation Platform. 





PASSWORDS 


After defeating each enemy, you will have a choice between either Stage 
Select or Password. If you choose Password, the current password will be 
shown. You may write this down and use it later to get to this exact same 
pointin the game. Simply keep track of where the bubbles are and next time 
you begin the game select Password. A cursor will be displayed. Move the 
cursor around with the control pad and hit the A button in each square that 
had a bubble in it before. When you are finished you can continue the game 
from that paint, 


MEGA MAN 
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HOW TO BEAT AIRMAN 


Airman lives in his domain in the clouds. Fortunately, Dr. Light has found 
by ) guide beginning just 
theend 


AlrTikki will appe 

it aS SOON as it starts to lox and jump to the pla 
onthe other side. Do not remain on its head if you can help it. As soo 
you land on the platform on the other side, turn around and shoot the 
Lump that pops up. Ifyou ot hit him immediately, jump up and shoot 
at him until you hit him. Then tum and wait for t ms to go down an 
the next Alr Tikki and repeat the process. Dot r all five. 


our right. Jump up and 
ip onto his Thunder Charlot. 


b) Te o your right and shoot at the next Lightening Lord as he comes 


to the screen and jumps his chariot. 





c| Ride through the cloud and as you drift up in ige, carefully jump up 
and shoot at the next Lord as quickly as possible. Jump to his chariot as 
fast as you can. 


a) Tum to the left and shoot the next Lord as you come up alongside. 
Then simply step off the left side of your chariot and you will land on his. 


e) Face right to shoot the final Lord when he come 
j arot. When this chariot gets close to the ne) 
easily jump onto it. 


Run along the platform until you see a Flying Fish drop an egg. When the 
egg hits the ground it will explode and the feathers will hurt you. To avoid 
this, you should stop and shoot at the egg as it is falling. The Flying Fish 
are even d and some are not visible because they are behind 
: are so that you know 

you reach the right edge 
of the platform, walk into the cloud and off the side and you will fall down 
to the lower level. 





HOW TO BEAT AIRMAN 


5. Walk right to the edge of the platform and another Alr Tikki will appear. 
When its horns start to go down, jump onto it and walk to the right edge 
and back to the center. Walking to the right edge will summon the next 
Alr Tikki. You must wait, however, for the horns on both demons to go 
down before jumping onto the second one. Wait at the center of the 
second one for the horns to go down again and jump to the edge 
Remember, if you get hit, you are invulnerable so move quickly. 


Jump from platform to platform until you get close to the first Fan Flend. 
The Fan Fiends will try tot jay fra 
right and shoot away while he blo 
move on tothe next one. Be careful, there are more flying fish out there. If 
are jumping between platforms and get hit, you may fall into the 
. Once past all three Fan Fiends, you will reach a g Walk 
mough this gate and yc ill enter a room with another gate on the far 
end. Beyond this gate dwells Airman. 


Airman throws small tornados which deflect your shots and damage you 


12 





4. Jumpleftonto thetwo up xlatforms. Then walk into the cloud on the 
lower left and you will fall down to the next screen. 
Run up close to the nearest tomado and try to jump over it. When there is 
nothing between you and Airman, he is very vulnerable to your shots. 
Shoot as quickly as you can before he has a chance to throw more 


tornados. He will usually throw 2, 3 or 4 sets of tornados before a 


proficient player defeats him. 


Good lucki 





Wood Man Clash Man Quick Man Heat Man 


Metal Man Air Man Flash Man Bubble Man 





As Mega Man defez ch enemy, he aquires their powers 


HeatMan: The (H) Atomic Fire can throw three different size: 
the fire button, the bigger the fireball. 


AlrMan: The (AJ Air Shooter throws small tornados. 


WoodMan: The (W) Leaf Shield creates a shield around you until you move. The leaves are then 
thro n the direction the control pad is p ed 


jis a bubble that rolis on the ground in front of you 
damages what it hits 
QuickMan: The (Q) Quick gs. Mold the fire bu 
for continuous fire. 


FishMan: The [F] Time Stopper will free 
ue until it is cc 


genera! purpose weapon 
ong time 


ashMan: The as ber can DWE valls and will detona 


lay be user 


2 WADO! k with varying deqre effectiveness on different opponents. It is best to 
experiment, especially when fighting the final robot of each leve 
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Snapper 


Lantern Fish 





Robo-Rabbit Hothead Lightening Lord Mecha Monkey 











Fan Fiend Croacker Crazy Cannon 





Dragon Guts-Dozer 





and used 


ntemference 
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ri tial installation. ah sno interfi 
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90-DAV LIMITED WARRANTY 


SO-DAY LIMITED WARRANTY 


CAPCOM U l-warrant the ongmal 


pohniciar 
wall provide 
er on 


je packaging of je PAK, and fetum 


fresh prepaid, at your rek of damage 


rnilar 


REPAIRS AFTER EXMRATION OF WARRANTY: 
If the PAK deve 


the Way wana 
period. c 


Depan 


d paymer 
WARRANTY LIMITATIONS: 

J PUCABLE IMPUED WARRANTIES 
RANTES OF MERCHANTASIUTY ANG 
PARTICU P ARE HERBY LMA 
DAYS F 


ALL € 
DENTAL 


ANY E 


eġuermal or 
IFEKŻETI dan Ti and exclusion 
may not apply to you. Ths warranty gives 


15. and you may have other rights which vary 





